
I'SI; 

|| 

‘ »? ■ 



















Uoyd Alexander blende The rich elenwnts of Welsh legend; and 
uriivtirSMiI m()ihnlogy in his five-volume rHifitoy epic "‘The Chronidei 
of PT3MJain,” 

considered io be the'^most s1g[it1l4i:^i ^ntasy cycle crewed for 
children today by an American uuthor/' — frum the ciuttLon to 'the 
High King for ihe Newtvry^ Medal given unntially by the American 
Library Assoclaiiop for **ihc most disringuished contribution to 
American hrerature for children/' 

The Chronicles of Pry dam 
by Lloyd Alexander; 

The Book of Three 
The Black CauMnon 
The Castle of Llyr 
Tanin Wanderer 
The High King 

(Jther Prydnin books 
by Ltoyd Alexander: 

The FoundJing. and Other Talcs of Prydain 
Coil and Hi.s ’\\lritc Pig 
The Truthful Harp 


Punirmei of' ihu niaiauq{ jlti: CjUtn.lca'W] or cKiccrpmt.rrDtn' 

'Die Sufili Three, > JVft-l li^ LhjytJ Ale^amJer 
The HueK Kmgi T& 1%3 tiy Alrsjaukr 

The FnundUn^k ami Olhcr Talts nl Pryitrin, -1 |?7J hy Uoyd Alc^^nJcr 

The fllflL'l Ciruiamn. an aUmnlmaTeil fe«li.irc. WjJi Di^riuj! PncKluciiufcMCMt.XXXV 


DALLBEM AMD THE BOOK Of THREE 



hen he was Just a t>abyt Dallben, 
greatest of enchanters fn aJI PrydaJn. 
was abandoned fn a wicker basket at 
the edge of the Marshes of Morva. 
There he was found by three witches, 
Orddu> Orwen and Orgoch, and was 
taken to Uve with them tn their home at the centerof 
the marsh. 

As he greWj [>aUben watched the witches in all they 
dld^ and learned their powers of enchantment. On 
the day he left them to make a life for himself, they 
made him a present of an ancient volume entitled 
The Book of Three. "'It holds all the knowledge that 
was ever known, Is known, and will be known/' said 
Orddu. 

Datlben wandered for many years. From his studies 
of The fiook of Three, he learned of death, and of 
birth; how the earth turns in Its own lime and In its 
own way gives back what is given to It; how things 
lost may be found again; and how one day ends for 
another to begin, tie teamed that the Itves of men 
are short and filled with pain, yet each Life Is a 
priceless treasure, whether that of a prince or a pig- 
keeper. And, at the last, the book taught him that 
while nothing was Certain, al$ was possible. 



THE YOUMQ HERO 




hen Dallben acquired The Book of Three, he 
learned from Its pages that the hero who would 
free Prydain from the powers of darkness would 
come from no station in life. He pondered these 
words for many years, but their meaning 
remained clouded, finally, he set out to seek 
his future hero and to hasten his coming, for many years he 
searched, yet all whom he questioned knew well their station, 
whether shepherd or war leader, lord or farmer. 

The seasons turned, and a grievous war was on the land. 
^ ^ Dallben despaired of his quest and turned his steps 
back toward Caer Dallben. One day, he chanced to 
pass a battlefletd, Many lay dead, noble as well 
as humble folk? even the women and 
children had not been spared, 

from the nearby forest Dallben heard a 
piercing cry. An Infant had been 
hidden among the trees, rrom his 
wrappings Dallben could Judge 
nothing of his parentage and 
only sensed with certainty 
that both mother and father 
lay on that bloody field. 










'’1 thinK there is a destiny laid on me 
am ndt to know anything Interesting, go 
anywhere Interesting, or do anything 
interesting, rm certainly not to £^e 
anylhlng/" complained Taran. 


"^'tr that is all that troubles you/" said 
Dallben, shall make you an 
assistant pig-heeper* You shall 
help take care of Nen iVert; see 
that her trough Is full, carry 
her water, and give 
bath every other day/" 


'"tfere^ surely. Is one of no station In life, an unknowrt babe of 
unknown kin/' Dallben thought He carried the child with him 
back to Caer Daltben. he called him Taran, 


The years passed, and Taran grew to be a 
boy- he was a great help with the hou 
chores? most Important of all his tasks was 
the care and feeding of the pig. Hen Wen. 


"Thai's what I do 
now/' Taran said 
bitterly. 


And he went 
dreaming of ^the 
when he would 


a great warrior. 


THE BLACK CAULDROM 






i and called 
inter sat In a 
fTre, with the 
began his 




ne day* after many weeks of Intensive 
study of The Book of Three, Dallben 
emerged from seclusioj 
Taran to him. The enchf 
comfortable chair by the 
boy at hla feet, and beg 
narrativei 


"^Legend has ft that In the mystic land of Frydain 
there was once a King so cruel and evil that even the 
gods feared him, Since no prison could hold him, he 
was thrown alive Into a crucible of molten Iron. There 
hlv. af^mnnlr spirit was captured in the form of a 
u id ton* 

"As his essence dissolved In the red-hot iron, the evil 
king cursedr 'My power will not die; whosoever uses 
the black cauldron forevll will be albpowerful, for my 
bipod wlU Flow with hJs, and together we will either 
rule the world or destroy ft,^ 





a 





w Drift 


'Tor uncounted centuries the Mach Cauldron has 
lain hidden, awaiting the coming of one evil enouah 
unleash Its power. And now, that which the 
feared has come to pass. For the Horned t 
uch a one." 


Dallben beckoned toward Hen Wen, sitting in the 
comer of the room. She rose and trotted toward him. 

with his stick, the old man began to sUr the water In 
a tub at his feet, The pig moved closer to the whirling 
waters, and her eyelids drooped. Dallben murmured 
softlyt 


^'Hen Wen, from you I do beseech 
Knowledge that lies beyond my reach. 
Troubled thoughts weigh on your heart, 
I pray you now those thoughts Impart.'" 





The water began to glow, and a vision 
appeared^^rar away^ a robed and hooded figure 
stood castle window, fie watched sflently 
as a flock of gwythalnts, huge winged 
creatures^ took flight. They circled overhead^ 
then separated to fly toward the four 
winds. Below, several troops of warriors 
crossed the drawbridge and disappeared 
into the forest. 

The water clouded, then cleared again. The 
stniater figure paced a room. Tor a 
'moment, his^face was visible. Red eyes 
burned in a skeletal rnasKT Above the 
mash rose two short antlers. 


V 





His Shadow reared up. larger than life on the stone 
watl behind him. “Its evil power will course through 
my veins, and I shall make you Cauldron Eomr^ 


He raised his arms. "Those who 
rule shall be destroyed^ I shall I 


ot bend to my 
9d among merLr' 


On the floor around hfm lay sprawled many huddled 
figures " skeletons clothed in full battle 
Horned King spoke^ "Oh yes, yes, ray sold 
the Black Cauldron will be mlne.'‘' 


The irlsion f3ded> and the water cleared. Hen Wen 
raised her head, and blinked sleepily. 

'The homed King Is searchhig For the E^lack 
Cauldron," said Dallben. ' he must not use hen 
Wen's powers to find the Cauldron, for if he does, the 
mightiest warriors will be unable to withstand him. 
and the free world will crumble under his cruel 
yoke. 

^'All of us, even assistant pig^keepers, must do all we 
can to foil the horned King's ambition. The Black 
Cauldron must be found and destroyed If the world 
is to be saved From certain daom." 



WHAT IS AM APffMATED ADVEMTURE GAME? 


A graphic udvimture game ii^ao UIiMraied: adventure fiipry jn which YOU are 
the hero. Stepping ihrtJUgh tui Enchujitcd door inui ynuf computer, you 
become Taran, the main ;;haracicr+ Yuur own wits and unagitmtum shape 
die story Irani start to finish. 

Your task is to identify problems, then set abtHJl solving ihcm \n the most 
creative way possible. The more creative your solutions, the htglier ytjgr 
score will he at the end of ihe guoie. 

Your charterer is J'uiJy aoiimtcid, hut YOU move him around lhe^ic^een^ and 
beyond. Use u joysiidt m the ttmiw keys on your cornptjter lo move arnunii 
the land. Detailed e\p]oratitm is one of da: keys to success in any advenlure 
game. 


HOW TO PLAY THE BLACK CAULDROM 





EXPLORE each area of Lhc game very carefully. Travel ihnjugli eerie forei^isi 
and swim alijgator-lnfes^ed waters. Penetrufc even the dutk. hallH aivd dank 
dungeoes of the Horned K.ing*!i castle. 


LOOK everywhere. When you go soinc where you haven T been before^ the 
tkidg to do h fonk around- You should get a description of the generul 
theite descriptions ciircfuUy often there is u due tu ihe gan>e or 
something in the scene besars further investigaiion^ 


PICK UP anything that rsnT nailed down. Jasi ahoni everything ha* a ujfc 
newhene in the game. All objects you arc cuiryaug ure listed on the 
■'■‘'js'* Acrccn (see your reiercnce card tc access lhc status scKenji. 






USE th^ items you purk up to lu^Ive iBrge and ismal] problcitii* in th& samn. 
Some problems have ohviouji scdutiofis, To unlock a door.^ use a kcy< To 
quench your ihtm, tlrink hOmc wmer. Other problems require more 
imagiti&ijon Lo solvc- 


TALK to jujiit about everyone you meet - but use discretion! Some characters 
wiU be friendly nnd helpful. They sviU give you valuable infbnnulion and 
' even precious gife. But stiinc chamcicrs* convcfsaiion can do you no 
With these individuid&, your best course of action mlghl be to flghu or 
und hide. 



DRAW A MAP* \i should include cjich pluce visits objectfi found > 
iljitngeroiis areas — any and every iandmari, you see atong the Try not to 
mi&s any area, or you may an Lmpcjrtoru clue or item neceit^s^ to the 
completion of your que<;t. And don^l think that because you‘vc been 
stjmewherc once* it will be the s«ne the next time* The population of Prydain 
can move around ss wdl youl 



KEEP MOVING. Try to fliliiJ] your quest in a timcLy numner* As th£ minutes 
and hours pass* ytxi will bt^tHnn hungry and thirsty. And although you may 
find food and drink to sustain you for awhile* remember tdso that the Homed 
King is Searching for the Block Cauldron, if you don'i hasten, be will Frud it 
before you, and you wilt fail in your quest. 



BE Careful, The rfiad you muM irave] is Jcmg and dangcrpus, Be sure to 
remain ajen at all disaster may ustrikc in thfi iQOTiT unlikely of piac:cr»[ 

SAVE YOUR GAML oto. That lA^ay, if misfortutie should overtake you 
along ihc way , you won^t have to smil over from the beginning (see your 
Rele Fence Card for in$tniction^ on saving your gome). 

DON'T GET DISCOURAGED. If you otirtic to an obstacle dial bccths 
insunnouiitable. don’t despair. Explore the game some moro^ then toeie baick 
later and try again. Every problem in the game hais ni least one soimion, and 
soipe have rnone than one. Soinetimessofvingaproblem one miy will make tt 
harder to solve the next, and sommimes it will make it easier, if you're really 
stuck, you might try backtracking to an earlier point in thc^ Lhen 

chttosing a difTerent path. 




PEOPLE. PLACES AND TNINGS 


Cult E>allbc[i Villugc thui lukcs its nuuki:; from the mighty 

cHL’hiiJLt&r DsdLbcii. who lives there. 

Creeper imv-pfrH A gretrn JwarF^ main henchman nf ihe Horned King. 

Dallbeji (dvU-lfvfijt TIk mightic^ti cndnuiter in all Ptydain, and Tuning 
liwter parent. 

thmwyn (dum-winj: The great Mvord of pt.iwcr. 

Eidddeg King ni’ the Fair Folk. 

Eilunwy The Prir^ceJi^ of Llyrdcstiiucd lo help Tanaa in hi*, quest 

lo i'rctf Ptydain of the powers of darkness, 

Fflewddur pnum iflu-d^r Jlum): A wandering rriutiician who harritSi an 
enebarted harp capable of iclling lies from iruLhs. 

Ciurgl (ger-gee}i A cute, tuny creaJiire with a yety large appetite. He is 
often cowardly bur capable of great loyalty toward those who t^friend him. 

Gwy.slyl Fairy' who lends a sufe-house. 

Gwy[]iainL<t Large, Fierce birds ihui act its spies forihc Homcil 

King. 

Hen Wen fhe.ii iivvpr Fig capabte of telhng the future and creating visioos. 

Ht^rned King (kortwi kingly The mosi evil and feured wurlorJ in all of 
Prydain, 

Orddu, Orgiieh and Orwtn for-iiu, or-g£j>k, or-nwj: Three wiichcs who 
live jii the Marshes of Mnrva. 

Prydain (pry^daiuii Land in which the sioiy of Ilie Black Cauldron latcs^ 
place . 

Tarim iuir-dn^: Orphan raised by Dallheri, and assistiint pig-keeper ti> Hen 
W;en. 


CREDIT PAGE 


GAME DESIGN 
Al Lowe 

Roberta Williami 

The WtiJf Disney Ptrsonal Osntputcr Soft w lift! 
design and development smff 

PROGRAMMING 
So! Ackerman 
Chrbi [den 
AI Lowe 
Scott Murphy 
JejT Stcp>HrjJson 
Ken Williams 

GRAPHICS 
Mark Crowe 
Jerry Moore 
Karen Nugeiu 
Terry Pierce 

PLAYER'S MANUAL 
Artnetle Childs 


wAHHAprry notice 

Siam Jnc. wjuiti youf otmCMium: tiusirma IF vuu lill out [n« wifihHdd [kieduti 

urd and nilurfi' 14 ui irnvt pn4 cn yau anr (W^rad tijp' pi«t nurTwity. A vcui 

hhnuld Ml vdlhitt BD wlijrti II Hd VDiir ^ diisdl^ Ift v«, a>rd M wlU X 

rrtft. Mtar Mdayt.-tn^DHlAjjnd raii^ma aOirwam dir Bdty Id ui^ Sorry, yrtboul inaiaglimitkin 
card ypij if' PfMn«e try Mrrbi|y 

Siipnv OnAlna. jr>t . P 0 44S Cdwgc^ . Cfi 43€T4 

COPvmOHT INFOflMATiCHi 

Ad WfBii Drtrtcry (wnaonai CM^tar JptMrara m prffl*ctwJ tiy ®p!ffiflF*l M 'larii^ i™ imarvao 
LwlW iiiat» of l^w oj? laE^atry £f\ff r^iAiuhif FFm fnmi iti'n^^um Mid 

ih« lamponry tn«ci»ry al ■ {ornjrmtfj far Uw ptinxiM of nacuMnd Piia praqroin H n illpgial !□ 
raoroa^ DtOfiay urrMiuii In «y FaFni Df by Roy snAidlng Mt i4( nmiWd Id m^NiniHl ot 

ahtlrfnic rsprsdlKlictn, photooifiylng, recdudung w in Ayiy inFanufllDiii ^dragd amf 

Totrioval ayatm. COOyrlghl Ir^rinpw 4i* mb^ la cltir *itdiV« crlrainal peiHUliHi 
" Wall Diflnsy ProduOAlOfld 
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